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7 Category: famous authors. Can you think of a 
A famous person (living, dead, fictional or real) for 
A each pair of initials below? 5 points for each author 
gq (3 if you reverse the order of the initials); 3 points 
for every non-author (1 if you reverse the initials). 
Initials in bold score double. This is an example of I.N.L.T.LA.L. 
Response (see p.5). Many answers exist— ours next issue. 


1. M.C. 11. W.G. 
2.S.K 12.S.M 
3.8.8 13. V.H. 
4. JF. 14.8.8. 
5. TP. 15. CG, 
6. A.B. 16. R.D. 
7. M.M. 17. A.S. 
8. U.E. 18. J.V 
9. A.H. 19. B.S 
10. LA 20. L.C 
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The Game Report is a 
roughly quarterly publication 
for board, party, card, and 
dice game enthusiasts. It is 
intended as a forum wherein 
game enthusiasts can 
exchange information with 
people who share their 
interests. Letters, articles, 
reviews, classified ads, 
rules variations and other 
submissions are always 
welcomed, preferably in IBM 
format. Submissions are 
also accepted in plain ASCII 
format via Internet email to 
peter@connected.com. 


The Game Report costs 
$2.50 per issue or $8.00 for 
four issues anywhere in the 
United States or Canada. 
Rates in other countries are 
$3.25 per issue or $12.00 
for four. Send checks (in 
U.S. currency) made out to 
Peter Sarrett or cash (at 
your own risk, U.S. dollars 
only) to: 


Peter Sarrett 
1920 N. 49th St. 
Seattle, WA 98103 USA 


Note: Unless specified 
otherwise, all reviews and 
articles in The Game Report 
were written by Peter 
Sarrett. Contents of TGR 
are copyright 1994 by their 
authors. 


Please send your 
submissions for next issue 
by Feb. 1, 1994. 


Another year, another cosmetic overhaul. 

Welcome to the third year of The Game Report. Those 
of you who read Sumo, the superlative board game ‘zine 
published by Mike Siggins in England, should feel 
immediately comfortable with our new format. I’m excited 
about this format for a number of reasons. Most important 
to you is the additional space this provides. Although each 
page has less text, there are twice as many pages per issue. 
This means | can fit more into each issue without adding 
more physical pages. This, combined with the ability to 
mail the new format without an envelope, helps keep costs 
from rising while providing more content. 

I’m also experimenting with some new design 
elements to add a little more punch to these pages. The old 
format tended to have lots of text-heavy pages, which can 
get tiring on the eyes. Let me know what you think of the 
changes. 

The most obvious design change (apart from the new 
page oricntation and size) is the addition of short sidebars 
tunning throughout the ‘zine. Collectively titled Grey 
Matter, they appear in shaded boxes at the edge of the page. 
Grey Matter will be the venue for all sorts of miscellany, 
from capsule reviews to strategy tips to news tidbits and 
other items which just don’t fit anywhere else. Functional 
and jazzy, | hope Grey Matter will liven things up without 
being as annoying as some of the layout in Wired magazine. 

Last issue I complained about a lack of new games to 
review. This time, I find myself with a surfeit of riches. 
Not surprising, with the holiday season upon us, but just as 
frustrating in its own way. So many games, so little time. 
And, despite the new format, so little space. At least I know 
P'll have some base material for next issue! 

Most of you know that The Game Report is put out in 
my spare time because, for some perverted reason I don’t 
pretend to understand, I kinda enjoy it. But it can get 
frustrating when I send this thing out into the ether and, 
listening for an echo, hear only a cavernous silence which 
fills my mailbox in precisely the way which letters, of late, 
have not. Is only fun when it’s a dialog, folks, and 
recently it’s seemed like there’s nobody on the other end of 
the phone. If you’re too lazy to put pen to paper, no 
problem— I love email, too (note the new address, 
peter@pnw.net). Talk to me, and nobody gets hurt. I’ve got 
a copy of Talisman, and I’m not afraid to usc it. 

Finally, yet another plea for reader participation: I’ve 
got nothing lined up for next issue’s Desert Island Games. 
Now’s your chance to be a star and choose your top ten. 

I’m also eagerly accepting game reviews from readers, so 
don’t be bashful. Help widen TGR’s breadth of coverage. 
Peter Sarrett 
Editor 


@ The Game Report 36 


* Weapons and Warriors 


I'm feading off with this game for one reason, and one reason only: it lets you fling stull 
across the room. Cool. 

Weapons and Warriors is the kind of game I always wanted to get as a child. Instead, my 
parents always gave me more cerchral fare like “Space 1999: ‘The Game.” Actually, Pa not sure 
they even had games tike this when | was a kid. Instead, J made my own by forming bombs out of 
popsicle sticks, lining them up at the top of my room’s door frame and detonating them with rubber 
bands from across the room. There’s an undeniable primal pleasure in hitting a target and making 
something explode. I used to shatter those popsicle stick bombs for hours. Weapons and Warriors 
crafts a basic game around this basic premise, but the stuff they give you to work with is much 
cooler than rubber bands and popsicle sticks. It’s rubber bands and plastic. =) 

First, the weapons. Each side gets two instruments of destruction, all of which use orange 
plastic “battle balls” as ammunition. Both sides come armed 
with a catapult, which turns out to be the most versatile and, I 
think, the most accurate weapon. A battle ball nestles in the 
scoop at the top of the catapult’s arm, which you simply pull 
back and release. A guide arm al the base of the catapult 
helps to control its range. The defenders get a crossbow. yt 
: Well, Pressman calls it a o the habit lately of not. acts 
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crossbow is a deadly antl-persanne! weapon. But the most cane wh 
powerful and frightening weapon is the cannon. Drop a battle © four de 
ball into the loading hole and pull back the rubber band- 
tensioned trigger. The farther you pull, the more forceful the 
shot. And believe mo, this sucker packs quite a punch. In 
fact, it's powerful enough that I'd be nervous about letting 
kids play with it. Battle balls richochet enough to make the 
threat of losing an eye more than just a tired cliche. 

Next, the targets. The attackers hide behind one three- 
man defense shield and four onc-man battle shicld. The 
defense shield has three trigger points (one per soldier). 
When hit with sufficient force, they send the soldier tumbling 
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through the air in an immensely satisfying arc. Likewise with © vie hel dete you discard the 
; : £ ; — window. The first team to ditch all 

cach battle shield, the triggers for which are especially well- thelr sriitileed is the winner. 

suited to being hit by the defender’s crossbow. The defenders Times to Remember wasn’t as 

have the really cool targets, sprinkled throughout a castle. d @ game as I expected, bat it 
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limited cover for any soldiers which manage to get that far. 
The game itself is a simple one. Both players start with 

thirteen soldiers. Nine of the defender’s men are stationed 

within the castle and may not move. Seven of the attacker’s 
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E apo . men are likewise esconced behind their shields. The 
remaining soldiers line up in front of their side’s defenses. 
Players take turns throwing a pair of “battle dice” yielding 2-6 
points, each of which can be used to move a soldier one space 
or fire one shot from a weapon. All shots must be fired before 
any soldiers move. Why move your soldiers? Whenever you 
push a soldier forward, your weapons can be pushed along 
with him, closer to their targets. If the front man gets killed, 
weapons must be pulled back to the next soldier. 

Soldiers can be killed in two ways. Stationary soldiers 
die if the trigger points they’re standing on are hit and sprung. 
Note the caveat there. Some trigger points are remarkably 
difficult to spring, even when hit dead-on. After hitting them 
a few times with no result, you’ll probably opt for method of 
death number two. Ifa soldier is knocked over by a direct hit 
from a battle-ball, the soldier is removed from the game. This 
is the only way to kill the movable soldiers. Players alternate 
turns until someone kills the last opposing soldier, winning 
the game. We usually play a two game match, switching 
sides after the first. If games are split, the match goes to 

all players start each game with whoever had more soldiers left in their victorious army. 

The plastic components are largely well-crafted, but 
there are one or two spots which could have been better, One 
section of the castle wall is designed to fly apart when its 
trigger is hit, exposing the soldier hiding behind it. 
Unfortunately, the force of a battle ball’s impact with the rest 
of the castle, especially if fired by the cannon, is usual ly 
enough to knock two of this section’s three pieces to the 
ground. We got so tired of replacing them that we eventually 
decided to just eliminate them completely. Which is a real 
shame, because it’s very satisfying when it actually explodes 
as it’s intended. And as alluded to earlier, the central station 
of the defender’s shield is virtually impossible to trigger. In 
fact, I don’t think we’ve ever set it off. Invariably, the soldier 
manning that station is picked off by catapult instead. It’s so 
much more satisfying to activate the triggers that it’s a real 
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first game. Besides the castle and shields, you'll assemble the 
oaktag path which stretches between the two sides and the 
forest which provides some cover for soldiers in the middle 
(although that cover is pretty useless against the crossbow). 
You'll also want a fairly enclosed space so you won’t lose 
amy battle balls or chase them all throughout the house. 
Weapons and Warriors isn’t complicated, and it isn’t 
sophisticated. But for adults looking to recapture some of the 
exuberance of youth, it’s a real hoot— at least, it is two or 
three times. Then you’ll probably put it away and possibly 
pull it out a few years later when you’re in a whimsical mood. 
Kids, of course, will probably play it over and over. And 
there are expansion sets... Oo 
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¢I.N.LT.LA.L. Response 


Some wells never scem to run dry. Of all the themes 
party games get crafled around, famous names is probably the invalid rule, roles more oul 
most common, perhaps because it's something most people - ebvions ones, amusing rules more. 
can get a handle on without being intimidated. One of the 
latest to tap this spring is 1.N.I.T.1.A.L. Response. 

The smallish box holds fairly simple equipment: a a be known aud oddressed 
quartet of score pads and pencils and a folded game board © uch dering the next : 
consisting of two spinners surrounded by the alphabet. The —:_....... The gome requires « se igre 
rules are printed on the inside of the box top. Be forewarned, | amovut ol cooperation from the 
though— you'll need to provide your own ten minute timer. layers la 

The premise is a simple one. Each round begins by : 
spinning the pair of spinners twenty times to arrive altwenty =~ terrae Se move that Is: ete 
pairs of initials. As each pair is generated, players write them © absolutely no fun at ofl. Hares sa 
on their score sheets. One player announces a category (such E wch-simplified fragment of wit 
as Famous Women, Politica! Figures, Cartoon Characters, or ight in 
Authors) which is written at the top of everyone’s sheet. 
Players then have ten minutes to come up with a famous 
name for every set of initials. 
joy Can’t think of aname? Try 
reversing the initials. You'll 
score fewer points, but that’s 
better than none. Xs are wild 
and can be used as any letter. 

When time expires, players 
read their names and tally their 
scores. Names which fit the 
category score 5 points if unique, 3 points if duplicated by 
another player. Names which fall outside the category score 
3 or 1 point. Reversed initials are also worth 3 points if 
unique and in the category, ! point otherwise. If players 
don’t recognize a name you list, it’s put to a vote. Ifa 
majority of players think it’s legit, you get the points. So it’s 
possible to bluff, if you can do so convincingly. Some sets of 
initials score double, and if anyone gets valid names for al! 
twenty sets of initials, they get a twenty point bonus. 

Ten minutes sounds like a lot of time, but you’ ll be 
surprised at how quickly it flies by. Especially when you’re 
desperately trying to think of an author with the initials JK.” ke ag ennonr net traps for 
for one of the doubled entries ack Kerouac, perhaps?). or players to stumble into. 

: ; : ° got an iden of what FRC Ia 
Names in the round’s category are worth more points, but call about., ete’ out the FRC. 
often your mind blanks and you’re grateful for any name your © 
memory can dredge up, even if you have to reverse initials to 
get it. The moment of “Eureka!” when you finally nail a 
particularly difficult set of initials is most gratifying. 

Radio stations nationwide play variations of the game 
on the air, and some states are considering scratch-off lottery 
games based on I.N.1.T.1.A.L. Response. | was surprised at 
how much I enjoyed it, but clearly I’m not the only one to 
take a shine to the game. Although it’s a game you could 
casily make yourself, I.N.L.T.ILA.L. Response is enough fun 
that you shouldn’t sweat its fairly modest cost. GC 


kgvOuR 
etic 
mt ao} " 


cralt amusing, val i te ade 


Oo qmessage. : 

~ same address fo g u list of other 
FRC commands, Te post a rule of 

= your. own or just to say 


te Intrige 


Take Diplomacy and get rid of all 
the niggly bits about moving armies, issuing 
orders, and taking over Europe. Set Junta in 
renaissance Italy and remove the coup phase, 
locations, and voting. Take Quo Vadis? and nix 
the board. Create a game where bribery, 
negotiation, and greedy self-interest aren’t 
merely sideline interests but the very core of the 
game and you’ve got Intrige, FX Schmid’s 
delightfully wicked scratch-my-back-and-I’Il- 
scratch-yours game. 

Each player receives a colorful, thick 
playing area representing their 
palace and exterior courtyard. 
Palaces are divided into five 
offices worth 10,000, 20,000, 
30,000, 50,000, or 100,000 to 
the advisors hired to fill them. 
Everyone gets 10 “relatives” (in 
the form of discs comparableto “ : 
the laurels in Quo Vadis? or the money in 
Modern Art), two in each of five professions. 
And of course, everyone starts with some cash 
in their coffers. 

Unsurprisingly, the goal is to parley this 
initial stake into more money than your 
opponents. Turns are divided into three phases. 
In the first, a player collects income for each of 
his relatives employed in other lands. In the 
second phase, foreigners seeking employment 
in the player’s palace are either hired or tumed 
away. Finally, the player sends two relatives to 
other palaces to apply tor advisory positions 
there. 

When a relative journeys to another land, 
he waits in that palace’s courtyard until the 
resident noble’s turn. A palace can employ 
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only one of each type of advisor. Once an 
office is filled by, say, a scholar, that office may 
only employ scholars for the rest of the game. 
When a player enters the second phase of 

his turn and there are applicants in his 
courtyard, he must consider them for 
employment. If the professions seeking 
employment aren’t yet represented in the 
palace, they will automatically be hired. A new 
advisor can be assigned to any vacant office. 
Which office— and thus, which salary— he is 
given is entirely up to the employer. Of course, 
each job-seeker hopes for a high-paying office, 
and will try to convince the noble to put him 
there. But talk is cheap. A concrete show of 

— loyalty and appreciation is far 
more effective. In fact, it’s 
obligatory. Before a noble 
decides which office to give, 
everyone in the courtyard must 
slip him some cash. “Bribe” is 
such a nasty word— think of it 
as a token of esteem for the 


wise and benificent noble. These gifts are made 


publicly, and the noble pockets all the cash 
offered to him. He may then proceed to place 
people into whichever vacant offices he 
chooses, regardless of the bribes— er, gifts— 
given him. 

If two members of the same profession 
seek employment simultaneously, only one can 
be hired. The other is banished to a secluded 
island and is out of the game. When an 
applicant is of the same profession as an adivsor 
already employed at that palace, he is in effect 
challenging the advisor for that office. Both the 
incumbent and the newcomer must offer up 
cash to the palace noble who may then decide 
to keep the experienced incumbent or recruit 
young, cager blood. As before, the one not 
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chosen is banished. 

Each turn, players collect salaries for all 
their relatives from the players employing them. 
By the end of the sixth tur, all relatives are 
either employed or jiving out their premature 
retirements on the island. Players collect 
salaries one more time and then count up their 
cash to determine a winner. 

These is no random element in Intrige at 
all (unless you count capricious actions by 
opponents). The outcome of the game is 
entirely dependent on how well you convince 
other players to pay you moncy. Many people 
dislike such psychological games, so caveat 
emptor. | tend to really enjoy them, despite the 
fact that people in my group are always inclined 
to team up against me in them. Then again, | 
frequently win despite this inclination, which 
probably vindicates their instinct. 

Knowing when to offer large payments 
and when to cut your losses Is crucial. People 
will often pay you large sums of money in the 
hopes of obliging you to employ them well. 
Offering tess when your relatives seck 
employment cu ures that you keep a positive 
cash flow. Player often expect their opponents 
to offer them as much as they forked over when 
situations were reversed, but relying on quid 
pro quo is a mug's game here. 

Be sure to maintain a tight rein on your 
generosity. If you offer a bribe of 100,000 to 
get the $0,000 office, you need to stay in that 
office for two turns just to break even, and a 
third turn to make a profit. In those three turns, 
odds are good that your position will be 
challenged by someone else and you’!l have to 
pay another bribe to protect your job, thereby 
sinking you even further Into the red. Far better 
to let others foolishly pay you a king’s ransom 
for offices in your palace, then accept lesser 


le 


offices in their palaces for a pittance. 

Another factor to consider is that the 
longer you leave your most valuable offices 
vacant, the greater the competition for them is 
likely to be. Competition naturally means 
higher payments. But meanwhile, you should 
encourage the belief that every applicant has a 
shot at the big time. Also remember that once 
an office is filled, you’ll be paying its salary 
every tum for the remainder of the game. That 
in itself is a good incentive to save your 
100,000 office for later. 

As the game goes on, however, offices 
become inherently less valuable because the 
maximum term they can be held diminishes. 
This is biggest problem with the game. Nobles 
have little incentive to give applicants jobs 
towards the end, except to oust incuments they 
fear are winning. Large payments aren’t cost- 
effective at this point unless players are 
immersed in the spirit of the game rather than 
considering strategy and tactics. 

Money isn’t the only thing to fly across 
the table when secking a job— threats, pleas 
and promises are common. Nothing is binding, 
of course, but good will can go a long way. 
Getting into the spirit of the game with a little 
role-playing dramatically enhances the fun. 
“Did His Grace promise you that position? I'm 
terribly sorry, sir, but His Grace is quite senile. 
He promised me his best horse this morning, 
and we don’t even have a stable.” 

Intrige has fine production values and, 
despite the somewhat flawed endgame, is 
terrific fun. We had a rollicking good time 
injecting a smidge of role-play into the 
proceedings. I’m told that at CMU, the catch 
phrase for this game is “Vile knave, you'll get 
nothing from me!” That pretty much sums up 
the spirit of the game. Oo 


rit igre fe see not Ping 
shots, bet where is shots ere ih rik 
At the ond of the ge 


‘fe sah ep hate daly 
ore, tla ew ee em 
Ge ach—~ expensive wh 


cost § 


mice y race Wi 
i fer yourself I'm ae agree that. 


The Game Report ¢ 


really exist yet; and W's already « 
media Tio « buzrword 
lik 


"aboot when, In fad, hel haven't @ 
clue, Nobody's sure what the actual 


ph 
"animations for spell effects. Seventy-. 
five spells from the 3 


first pact 


more spells may 
added. 


free during the beta 
“Open inttial release 


¢ Perspective 


Rarely has a family (dare I say trivia?) game with such 
a fresh perspective (forgive me) come my way. If the reaction 
of the people in my game class is any indication, Perspective 
has all the makings of a big winner. 

The Perspective game board is divided into four color- 
coded regions: Ancient (BC - 477 AD), Middle (477-1589), 
Modern (1589-1901) and 20th Century. Each region 
represents a timeline into which players place events. 
Everyone starts the game with a random assortment of event 
cards. Each card describes an historical event and offers a 
small illustration. Sample events include “Grant Wood first 
exhibits American Gothic,” “Thermometer invented by 
Galileo,” “Joan of Arc begins to defend France against 
England,” and “Vesuvius volcano destroys ancient Pompeii.” 
Cards are dealt face-up, because the years of the events are 
printed on the back. The idea of the game isn’t to identify the 
years these events occurred, but rather when they occurred 
relative to other events. 

Players roll a special die at the start of each turn and 
follow the resulting instructions. This may mean drawing an 
extra card, giving a card away to another player, or losing a 
turn. Play consists of placing a card on the appropriate 
timeline (cards have colored borders matching their timeline). 
The idea is to place it in its historically correct position on the 
timeline— that is, between the events chronologically closest 
to it in each direction. When a timeline is empty, you can’t 
go wrong. With only one event on a timeline, you've got a 
fifty-fifty shot. As more events get added, it gets harder to 
decide where to put an event. Did Amelia Earheart disappear 
before or after Helien Keller graduated from Radcliffe? 

When you place an event, you run the risk of being 
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challenged by any other player who thinks you 
goofed. When this happens, the challenger points 
to an event immediately before or after your event 
on the timeline. Both event cards are flipped over 
to reveal their dates. If they're not in the correct 
order, the one just played is discarded and the 
person who made the challenge gives one of his 
cards to you. If the cards are in the right order, the 
challenge fails and you get to give one of your 
cards to the challenger. 

Sometimes you won't catch an incorrectly 
played card immediately. Something about it 
might gnaw at you for a while as you tum the 
event over in your mind until finally you can’t 
stand it any more. Before any player's tum, 
anyone can “challenge the board” by “ 
pointing to two adjacent events 
The cards are flipped 
over and, if not j 
in the correct 
order, one of 
them is discarded 
and the challenger 
discards one of his own. A 
failed challenge means the 
challenger must draw another card 
from the deck. 

Play continues until someone wins 
by getting rid of all of their cards. 

One reason why Perspective is so much fun 
is because it doesn't require specificity of 
knowledge. Having a vague sense of when events 
happened is enough to let you win. And even if 
you're not sure, a confident bluff can fool 
Opponents into thinking you are. 

, om Perspective 
also creates an 
interesting group 
dynamic. As 
events get played 
to the board, 
players wonder 
aloud whether or 
not the event is 
placed correctly. t's a terrific garne for 
kibbitzers—— how delightful to walk into the room, 
scar the board, announce that you see an error, 
and walk away! 

The cards come in two grouns, basic and 
advanced, You can use whichever set best fits the 
players, or you can mix them together for a more 
varied challenge. Advanced cards are marked 


with a mortarboard symbol to make it easy to 
separate the groups once they ‘re combined. 
Perspective has enjoyed growing success in 
schools because of its effective mix of 
entertainment and education. The descriptions of 
events are very 
brief 
(sometimes 
annoyingly so) 
and can inspire 
the curious to 
investigate 
more on 
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their own. But even if 
you're not looking to broaden your 
horizons, Perspective delivers a healthy dose of 
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- Manhattan 


It’s hard to imagine there’s anything more 
to be said about this game which hasn’t already 
been said elsewhere. Not all TGR readers also 
subscribe to Sumo or read rec.games.board, 
however, and keeping those readers in the dark 
about this game would be almost criminal. 

Manhattan won the Spiel des Jahres at 
Essen this year (for more on Essen, see My First 
Essen by Ken Tidwell, p. 20). Spiel des Jahres 
is the German Game of the Year award, 
bestowed by a panel of that country’s industry 
journalists and professionals. Because of its 
cachet and sales impact, it is 
a highly coveted honor. 
Some recent Spiel des Jahres 
decisions have been dubious 
at best (many felt Modern 
Art was robbed), I’ve not 
heard a single dissenting 
voice on this one. 

Manhattan is about 
building skyscrapers in six 
cities (including, of course, New York) 
tepresented on the game board by six 3x3 grids. 
Each space in a grid can hold one skyscraper, 
for a maximum of nine towers per city (but 
cities are rarely filled to capcity in practice). 
Play consists of four rounds. Everyone begins 
the game with an assortment of building pieces 
ranging in size from one to four stories tall. 
Each player’s set is identical except for its 
color. At the start of each round, players 
choose six of these pieces. Eventually players 
will use up all of their pieces, but these six are 
the only ones they can use for that round. 

In addition to the plastic building 
segments, the game includes a deck of cards. 
Each card displays a 3x3 grid with one square 
highlighted in red. The grid represents any city, 
and the red square the space in which a player 
may build. So a card with a red center square 
would allow a player to build in the center 
space of any of the six cities. 

Players receive four of these cards at the 
start of the game. Play consists of playing a 
card, building in the corresponding space in any 
city, and drawing a new card. Ifa player builds 
in an empty square, he’s just erected a new 
building there. If the square is already 
occupied, he must take over the building from 
the previous owner. Whoever built the 


The Game Report ¢ 


uppermost story of a building is that building’s 
owner. To take over a building, a player must 
add enough stories so that the total number of 
his stories in that building equals or exceeds 
that of the previous owner. Since the largest 
pieces are four stories tall, getting five stories 
behind in a building locks you out of that 
building forever. 

Ownership of a building doesn’t really 
matter until the end of the round, which occurs 
when ail players have used all six of their 
pieces. Then points are tallied. If one building 
is taller than all other buildings in the game, 
that building earns three points for its owner. 
Each city awards two points to whoever owns 
the most buildings there. 
Finally, everyone gets a 
point for each tower they 
own. 

The next round begins 
with players choosing 
another set of six pieces, 
and the process continues. 
Whoever has the most 
points after four rounds is 
the winner. 

Despite its almost universal acclaim, 
Manhattan isn’t perfect. It suffers from two 
major problems. The first is that the last player 
in a round has a tremendous advantage. This is 
mitigated by rotating the player order cach 
round. The second flaw is the classic problem 
of putting one player in the position of 
kingmaker. It’s a simple matter to compute the 
score at any given point in the game and to 
calculate the effects of a move. It’s not 
uncommon for a losing player to find himself in 
the position of choosing which other player will 
win. 

It is a mark of the game’s strength that it 
won the Spiel des Jahres despite these 
problems, and that even hard-core gamers 
(notoriously hard to please and quick to pick 
nits) praise the game. The quality of the 
components undoubtedly help. The board and 
cards have an art deco feel, and the plastic 
building pieces are fun to stack. The 
dynamically growing terrain of the board is 
fascinating to watch as the game unfolds. 

Luck plays a significant role in 
Manhattan. Your play choices are limited by 
the cards you hold, so even though you might 
desperately want to play a piece in Sydney’s 
upper-left corner, you can only watch in 
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frustration if you don’t have a card with a red 
square in the right spot. 

Manhattan involves a little bit of 
psychology as well. Atthe beginning of the 
game there seems little reason not to opt to build 
on top of another player’s building instead of 
erecting a new one— you still gain a tower, but 
you also deprive an opponent of onc. ‘This can 
backfire, because it's casy to throw stralcgy to 
the wind and let passion take over. The player 
you topped will undoubtedly take great pleasure 
in reclaiming the building from you at her earliest 
convenience, making you wonder if perhaps you 
would have been better off adopting a kinder, 
gentler expansion policy in an unoccupied city. 

Emotions can get particularly strong 
regarding the tallest tower. Three points is 
nothing to sneeze at, but I find the price is 
usually not worth it. When I see four of my 
pieces buried in a building, I often wish I’d spent 
them building new buildings instead of fighting 
for control of a single tower. Four buildings are 
worth as much as having the tallest building— 
even more if they give me a majority in a city— 
and I don’t have to worry about having all of 
those points stolen in one move. 

A shrewd developer will note which grid 
positions contain hotly contested buildings, and 
then build in the same positions in different 
cities, 1f other players are using their upper-left 
cards to fight over a tower in Hong Kong, your 
buildings in the same position in Frankfurt and 
Manhattan are less likely to get stolen from you. 

Brian Bankler and friends at Carnegie 
Melton University have developed an amusing 
variant sure to appeal to Mystery Science Theater 
3000 fans: Godzilla Takes Manhattan. Use any 
available counter to represent Godzilla (Brian 
recommends the wooden dragon from White 
Wind's Elfen games) and start him off in a 
random location on the board. For the rest of the 
game, whenever someone plays a card, Godzilla 
moves one square in the direction indicated by 
the card's highlighted square. Consider the cities 
to be in a 2x3 grid for this purpose, with the 
edges wrapping around. When Godzilla enters a 
square, naturally any building in that square is 
destroyed. Appropriate poorly-dubbed dialogue 
and screams of terror are encouraged. 

With the modetat. suck factor and 
kingmaker problem, Manhattan isn’t exactly a 
gamer’s game. But that doesn’t seem to be 
stopping anyone from enjoying it. I look forward 
to Seyfarth’s next effort. Oo 


lle 
¢ Headline Deadline 


Headline Deadline is kind of like Outburst 
with news headlines. Players split into two 
teams. One team reads a headline from a card. 
The other appoints one member as “head 
writer.” For the next thirty seconds, that team 
shouts out things relating to the headline. The 
head writer frantically scribbles down as many 
of these as possible. When time expires, the 
team moves its token forward one space for 
cach item on their list which matches one of the 
four items on the card. 

To make things more interesting, the team 
then rolls a special die. If the value matches the 
score they 
just received, 
they double 
their move. 
If they also 
began ona 
space with a 
clock picture, 
they triple 
their move. 
The teams then swap roles. The first team to 
reach the end of the track by exact count wins. 

Simple enough. An Outburst-style game 
based on news events sounds like a kick. And, 
executed properly, it could be. But it’s not. 

The big problem is the inanity of the cards. 
The headlines don’t merely describe an event, 
they usually spell out the answers too. For 
instance, one card reads, “Simon and Garfunkel 
reunion fills a large New York City park.” The 
four items on the card are “Paul”, “Art”, 
“Central”, and “1981”. Hardly a mindbender. 

It seems like 90% of the cards involve a 
year, and there’s nothing to stop you from just 
writing as many years as you can. There’s no 
penalty for non-matching items. Most cards 
involving people give the last name and have 
the first name as an answer. And many of the 
same people keep popping up— Streisand and 
Anka appeared at least three times each in one 
game. The uniformity of the cards is what 
ultimately dooms the game— they’re all 
constru: ted in the same way, and guessing the 
answers soon becomes child’s play. 

it's always a shame to see a decent idea 
tuined by poor execution, and Headline 
Deadline is a perfect example. If] were to add a 
card, it would read, “New party game 
disappoints reviewer.” 


oO 
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«Sports Dynasty 


At last year’s Gathering of Friends, Mark 
Danna, one of the editors at Games Magazine, 
was earnestly trying to attract people to play 
this game. He met with little success. “It’s 
called Sports Dynasty, but it really doesn’t have 
anything to do with sports,” he claimed. 
Nobody was buying it. But when a copy 
showed up for review, it seemed time to give it 
aspin. [try not to approach a new game with 
preconceptions. It’s unfair to the game and 
often leads to disappointment. Still, 1 fully 
expected to dislike 
Sports Dynasty. 
How delightful to 
§ find my 
expectations 
y wrong. 

Mark was 
mere right— Sports 
Dynasty really doesn’t have much to do with 
sports. It might just as easily have been called 
Fast Food Dynasty, Music Dynasty, or Used 
Car Lot Dynasty with minor alterations. The 
designers decided to target sports fans with the 
game, and so gave it sports-related window 
dressing. So don’t dismiss the game just 
because you’re not a sports fan. 

In Sports Dynasty, players own teams in 
four sports: football, basketball, baseball, and 
hockey. By try to improve their teams by 
acquiring superstars, hoping to win money and 
the season championship trophy. Win three 
trophies in the same sport, or two trophies in 
each of two sports, and you win the game. 

Everyone starts the game with a $8.2 
million and seven superstars. Each superstar 
represents a top (fictional) star from one of the 
four sports, and no superstar is better than 
another. 

The game focuses on one sports season at 
a time, from football season to hockey to 
basketball to baseball. The bank puts $700,000 
into a prize pool, and everyone contributes a 
payroll of $300,000 per superstar they own in 
that sport. This pot will be claimed by the 
season’s champion. 

A turn consists of rolling the dice and 
moving your token around board, following the 
instructions of the space you land on. Spaces 
might let you buy a new superstar from the 
bank, put a new onc up for auction to the 
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highest bidder, turn an opponent’s superstar into 
a free agent who defects to the highest bidder, 
lose a superstar to a career-ending injury, etc. 
Some spaces may require you to draw a Lucky 
Break card (generating a positive effect which 
might occur immediately or be saved for use 
later) or a Tough Luck card (when bad things 
happen to good people). 

Landing on Regular Season Competition 
instigates a contest between two players in the 
current sport. Each player rolls one die for each 
superstar they own in that sport. High total 
wins the competition and collects money from 
the loser. 

Rolling doubles or landing on a 
Championship Trophy space starts the season 
playoffs. All players owning at least one 
superstar in the current sport may compete. 
Players compete against each other as described 
above, with the player with the most superstars 
battling the one with the least, the 2nd most 
against the 2nd Icast, etc. Winners face off 
against each other until only one is left. That 
player wins the prize pool and a trophy in the 
current sport. The next sport’s season begins 
with the bank contributing another $700,000 to 
the prize pool and players forking out their 
payroll. This continues until someone acquires 
a winning combination of trophies. 

Sports Dynasty surprised me. In my first 
game, I lost. No, I was slaughtered. I’ve never 
seen such lousy die-rolling— If 1 needed to rofl 
a three or more, I rofled atwo. And despite this 
pummeling, I really enjoyed the game. My 
problem was that I feil behind in the trophy race 
early on. And since that also meant I wasn’t 
winning any prize pools, I found myself 
running low on cash while my opponents’ 
coffers swelled. Larger bankrol!ls meant they 
could outbid me for superstars, and more stars 
meant better scores in competition. The 
difficulty of coming back from behind is the 
game’s biggest problem. 

Since someone wins a trophy each 
playoff, it’s only a matter of time before 
someone wins the game. This makes it difficult 
to prevent someone else from winning, so 
players are better served focusing on winning 
themselves. 

Sports Dynasty is a family game in the 
classic tradition. Nothing fancy, nothing very 
original, nothing too complicated. But the 
elements combine nicely into an entertaining 
lightweight game. Oo 
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te Dampfross 


Reviewed by Brian Bankler 


Well, | was walking through a local game 
store's 25% off sale, testing my weight lifting 
skills in picking up games, when I saw a copy 
of Dampfross. I've been collecting European 
games enough to realize that this was the 
German version of Railway Rivals (or, perhaps, 
RR is an English version of Dampfross). 
Dampfross (German for Steam Horse or, if you 
mispronounce it, Steam Frog) won the Game of 
the Year award in 1984. It has been reprinted 
and imported by Mayfair. 

A game has two stages, the 
build stage and the race stage. 
During the build stage, players 
take turns building tracks. 
During one build round, the first 
player rolls a die, and each 
player can spend up to that 
many credits on track. To build from plain to 
plain costs 1, plain to mountain (or vice versa) 
costs 3 and mountain to mountain costs 5. 

Also, crossing a river adds two to the cost. 

In addition, if you want to cross someone’s 
track, you have to build a junction, which costs 
one. And if you want to run parallel track, you 
have to pay 2 per half-hex of parallel track and 
you have to buy a juncture, too. During the 
build phase, the first person to connect to a 
city gets a 6 credit bonus. 

After a round of building, the first player 
shifts over one space, and the new first player 
rolls a die to determine how much can be built 
in the next round. The building stage ends 
when a building round ends with nearly all of 
the cities built to, and then the race round 
begins. 

In the race round, there are a series of 
races. ‘Two of the citics are randomly 
determined to be the race. Players then decide 
(in order from most money to least) if they want 
to run the race. Then they decide what route 
they want to use. If you run on your own track, 
you run for free, but for every hex of someone 
else's track you use, you have to pay them one 
credit, up to a maximum of 10. Then the race is 
held, each player rolls 2 dice and moves along 
his or her route. The first to the destination 
wins, but each player gets the same number of 
die rolls, so if more than one person gets in 
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during the same turn, the person that had the 
most leftover moves wins the race, otherwise it 
is atie. First place pays 20, second pays 10. If 
you can't run a race by yourself, you can team 
up with another player. You get to ride cither 
player's track for free, and split costs and 
winnings. 

Afier the race, both the cities used are 
crossed off from the list of available cities, 
players can build track (with basically the same 
rules, but if you cross or run parallel to 
someone's track, you pay them) and the next 
race is run. Some races are special in that they 
don't end up in cities, but in special locations on 
the border of the map (such as across the 
Mississippi in the US Map). 
The player with the most 
% credits after the last race wins. 

Dampfross comes with 6 
wooden train tokens, two dice 
(one red and one black, with the 
red one used as a tens place), 6 
crayons and two mapboards. 
Each of the ee oonies is double sided, so you 
get 4 maps in one game. The art on the maps is 
very good quality, and the crayon markings 
come off quite easily (except in the crease of 
the map, so don't draw down a crease). I think 
that the 4 maps justify the price of $50, because 
you are really getting four games in one, as 
each map has it's own unique feel. Ireland is 
compact, and players almost instantly come into 
contact with each other. On the Russia map, 
everyone has to start in Moscow, so you'll 
connect with every other player at one central 
point. The Kentucky/Tenn map has a mixture 
of wide open spaces and mountain ranges and 
rivers, and the expansive German map scems to 
allow the players to spread out. 

The only problem I have with the layout of 
the game is the way you pick racing cites. Each 
city has a number (sometimes two or three for 
major cities) like 11, 35, 61 or some such. You 
roll the dice and read the red die as the tens 
place. This is simple and elegant, but since you 
can only use each number once, it gets 
annoying re-rolling the dice to determine 
the next race. Our group used a variety of dice 
to eliminate the re-rolls, but it would probably 
have been better if they had included a pack of 
cards numbered 1-36. You could simply have 
drawn two cards and set them aside. As it is, I 
am probably going to use a set of playing cards 
and mark them from !-36 and special 1-6. 
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Dampfross is a game that almost any 
group will like. It has quite a bit of luck, but 
the skill definitely shows up. A cut-throat 
gaming group can easily discover the art of 
vindictive track placement, railway diplomacy 
and the economics are simple but lead to very 
tough decisions at times. 

On the other hand, the game plays in 
about 90 minutes to two hours, and makes 
for a fairly tense game even if you play with 
‘gentle’ building, because of the fun of racing 
the trains. 

If the game has any problem, it is that one 
player could easily get locked out of any good 
builing area in the first few turns, and then have 
almost no chance of winning for the rest of the 
game. The optional rule presented (the 
‘Passover’ rule), which allows players to 
consider other players’ track as part of their 
own (for building purposes) and thereby allows 
them to 'pass-over’ blocked areas, should solve 
that problem. 

All in all, Dampfross is an incredible rail 
game. It is the promise that EuroRails didn't 
fulfill. Oo 


«Daytona 500 


Reviewed by Brian Bankler 


Daytona 500 is a remake of a game called 
Formula Eins (Yes, Virginia, it's based on a 
EuroGame) with a few of the glitches worked 
out. | picked it up at Games Unlimited for 
seventeen dollars, so it isn't very expensive 
either. The box claims it is from 2-4 players, 
but I think it could work with 2-6. 

The game comes with a mapboard, 6 cars 
(of different colors), 6 bidding cards (one for 
each car) and 48 race cards. 

The game consists of three races, at the 
end of the game the player with the most money 
wins. Each race has the following steps: deal 
out hands, bid on cards, race, pay prizes. 

There are 36 cards dealt evenly to all 
players. All cards move one or more cards 
forward. The simplest cards move one car 
forward 5 spaces (or until blocked). ‘Then there 
are cards that move 3 cars, some that move 4 
cars, and some that move all 6. Some of the 
cards have wilds on them, and you may move 
any car. After everyone has their cards and has 
examined them, the bidding begins. 


The Game Report « 


One of the six colored cars is chosen at 
random and auctioned off. The person who 
wins a car gets the bidding card (to show 
ownership) and the 9 card of that car's color. 
Players are not allowed to buy more than a 
certain number of cars (dependent on how many 
players are in the game). If nobody bids on a 
car (unlikely) it is placed on the map and runs, 
but nobody collects its payout. If at the last 
auction, you are the only person without a car, 
you get it for $10,000 (the opening bid). | don't 
like this rule— I think you should get it for the 
minimum price any of the other cars went for. 

The car that is auctioned off first gets the 
pole position, the second car gets outside lead, 
etc. The player owning the pole position car 
goes first, then the ohter players go in order. 
During a player’s turn he plays one card and 
moves all cars the card says to move (in order, 
from car that moves fastest to car that moves 
slowest). Cars can move directly forward or 
forward and diagonal. If a car cannot make its 
full movement, it stops short. Note that wilds 
must make their full movement, you can't play 
them for a car that can't use them. You control 
all the cars you move during your turn, whether 
you own them or not. So, you could move 
someone else's car into a position where it is 
blocked by cars in front of it. 

The other two big factors in the race are 
drafting and turns. Whenever a car moves and 
there is a car directly behind it, the following 
car moves forward one space (this can cause a 
chain of cars to move). On the turns, the track 
narrows from 3 lanes to 2 lanes. In the outside 
(Red) lane, you have to move twice as many 
spaces to move the same distance. You may 
only pass in the Red Lane, you may not end a 
move there. This makes the two tums of the 
race into ‘choke points' where passing isn't 
always possible and costs a hideous amount of 
movement even if you do pass. 

Also, once a player's last car has passed 
the finish line, he does not play any more cards. 
This could lead to a situation where, after 5 
players are out, a player doesn't have cnough 
cards to finish. In that case his car doesn't 
payout. Cars that do finish receive prize money 
relative to their finishing position. 

‘The strategy, like the race, is in two parts. 
In the bidding, your main goal is to figure out 
which car is going to win. This isn't as easy 
as it sounds. Each car starts off with the exact 
same movement. However, not all cards are 
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going to get played. For example, would you 
want to play a Move Red 5 Card if you didn't 
own Red? Definitely not. However, you 
might get forced into playing it. So, which car 
to bid on? Well, one that you have a lot of 
cards on obviously. That way you can play the 
cards. 

How much to bid is another question 
entirely. The total payouts are $880,000 so that 
averages to over $145 thousand a car. But, that 
assumes all the cars will finish, which may not 
happen. Also, if you bid $100 thousand for a 
car, you have to finish 4th just to break even. 
Also, you don't want to s:;and someone without 
a car and let them get the last car for $10,000. 
At $10,000, even if the car doesn't finish it isn't 
that bad a loss...and if the car should be 2nd or 
3rd, it's incredible. The other 
big question is do you want to 
get a 2nd or 3rd car? Of course, 
it all depends on the price (I'd 
probably try to pick up a 2nd 
car I had OK cards for if it were 
20-30 thousand. If 1 had good 
cards for it, I'd go 
up to 40-60). The problem is that racing two 
cars is harder than racing one, so you may not 
be increasing your payout by much. 

The racing strategy isn't so 
straightforward, either. You are going to have 
to move other players’ cars. So, the trick is to 
play those cards when they can't take full use of 
the movement. For example, if 1 control red, 
and I have a 6-4-2 with Red as the 2, I'll try to 
use it when the 6 and 4 are blocked. 

Of course, getting your car into a drafting 
position is very useful. However, getting your 
car in a position where others can draft off it 
might entice someone to play a card moving 
your car. 

The turns are treacherous. Getting stuck 
behind 2 cars in a turn (with no spaces between 
them) makes it difficult to pass (you need a 6 or 
5 of that car, or a 4 with the 6 being the lead car 
(which will let you pass the second car). But 
when you pass on the outside, you are burning 
up precious movement for your car. Each car 
has 71 spaces of movement on all the cards. 
There are also 42 wild spaces, of which you 
should expect to get 1/6th = 7. So your car has 
78 spaces of movement. No problem, you 
think. But it's easy to lose movement. Each car 
you pass on the outside adds a space of 
movement. You can lose spaces in chunks 


aytona 500 
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when players play a card that has 6 points of 
movement for you when you are blocked. You 
might not get your fair share of wilds. And 
most importantly, if you are fa: behind the 
pack, they'll all discard their hands when they 
cross the finish line... 

Of course, you can balance some of this 
by drafting. And you do have to lose ~30 
movement points to not finish. But it can 
happen if you are overly agressive or passive. 

Winning is another proposition. My main 
suggestion is don't move the leader, and always 
move yourself when possible. Set up good 
drafting runs for you, avoid them for others. 
And be in the lead during the 2nd turn. 

A final comment on running 2 or more 
cars. Unless your hand is just amazing for one 
car and so so for another, stay 
in the pack until after the first 
turn...don't burn good cars for 
either car. Then take your lead 
car and try to run. Remember, a 
Ist and sixth pays as well as a 
second and third, so taking the 
checkered flag should stil! be a 
primary goal. 

This is a cute little game, expecially for 
the price. The rules are very simple, and the 
play is very simple, but the strategies are 
complex. I haven't gotten my copy of Formula 
De yet, but I doubt that any auto-racing game 
can be 3 times the game Daytona 500 is, 
although I know they can be 3x the price. O 


mes We'll Never See 


If Donald Trump can endorse a game, 
what’s to stop these from appearing? 


Roseanne: The Game: Players try to 
confuse and alienate each other by marrying, 
divorcing, changing names, and pulling 
outrageous stunts as often as possible. First 


to be invited to appear on Oprah wins. 


Gates: The Game: Dominate the software 
market via predatory marketing. Bug cards 
may cause you to miss deadlines or ship 
anyway and try to convince the marketplace 
they’re features. Acquire all competitors and 
win. To be able to sell Gates, stores must 
agree to pay a royalty for every game they 
sell— including other games. 
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*Quarto! 


Abstract strategy games are underrepresented in these pages. 
The reason is simple: I don’t play them very much. I enjoy many of 
them, but it’s difficult to find opponents for them. Often people 
aren’t in the mood for the level of thought and concentration that 
abstract strategy games frequently require. Since I 
rarely get to play them, I rarely buy them. As a 
result, I almost missed a pair of games which I've 
already played more often than most other abstract 
games I own. 

The first game is Quarto! The board and all 
sixteen pieces are made from durable hardwood and 
are as attractive as they are functional. As the name 
suggests, Quarto! has everything to do with the number 
four. The pieces have four different attributes: height (shortfall), 
color (dark/light), shape (round/square), and solidity (solid/holtow). 
Each possible attribute pair occurs four times (so there are four tall 
dark pieces, four tall light pieces, etc) and each possible four- 
attribute combination occurs exactly once to yield the sixteen 
playing pieces. The goal of the game is to get four pieces in a row 
(or in a square if using the advanced rules, which I recommend) 
which share the same attribute (e.g. four dark pieces, four short 
pieces, etc). 

Players take turns placing pieces on any vacant space on the 
board. Once placed, a piece can never be moved. Of 
course, there’s a nice twist thrown in to 
differentiate Quarto! from other n- 
in-a-row games: players don’t 
choose their own pieces. On a 
player’s tum, her opponent hands her 
any unplayed piece and the player must 
place that piece on the board. 

This simple device results in some 
unusual game play. We tend to spend the 
early part of the game setting up potential 
wins, and then spend the rest of the game trying to 
block them! In most games like this, the strategy 
is to scl up a two-pronged attack so that if your 
opponent blocks one, you can win with the ; 


other. But in Quarto, your 
opponent can just avoid giving 
your the picce you nced to win. 
The key, of course, is setting 8 
things up so that no matter what picce your 
opponent gives you, you'll be able to use it to win. 
We haven't played enough to determine if good players will always 
draw. 

Quarto looks great on a coffee table (it’s been sitting on mine 
since it arrived). Its rules are simple to teach and the game takes 


under a half hour to play, which explains why it’s received as much 
action around here as it has. a] 
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*Pyraos 


The sister game to Quarto!, Pyraos is pethaps even more 
elegant in its simplicity. 

Where Quarto! uses wood pieces, Pyraos’ equipment is all 
plastic. Thirty jawbreaker-size balls come in two colors: cream and 
alight grey. The black board includes a perimeter troth just a tad 
shy of being able to hold all 30 balls comfortably— it can be 
done, but you have to position things just so. The center of the 
board features a 4x4 grid of ball-sized depressions. 

Players take tums placing one of their balls onto the 
board. Once four balls form a 2x2 square, it becomes 
possible to piace a ball on top of them in the center of 
the square. When this is possible, instead of 
playing a marble from off the board a player may 
elevate an already-placed ball to a higher level— 
provided no balls are already on top of the one 
being moved. 
If a player forms a 2x2 square of 
marbles all of his color, he may 
immediately remove up to two of 
his marbles from the board. 
The removed marbles can’t 
have any other marbles on top of 
them, but can include the marble just 
placed. The advanced rules also allow this 
removal for forming a line of 4-in-a-row (on the 
bottom level) or 3-in-a-row (on the next higher level) 
all of your color. We've found that this rule makes the game much 
more interesting and highly recommend it. 

The winner is the player who places the last marble at the top 
of the pyramid. Said another way, the first player to run out of 
marbles is the loser. 

Pyraos is straightforward and, unlike Quarto}, it’s absolutely 
impossible to draw. We haven't yet determined whether or not one 

- - player has an advantage. The first player seems to 
win more often than not, but that could be chalked 
up to many factors. I’m sure someone more 
fascinated by the mathematics could do a detailed 
im analysis. 
Obviously, winning depends on having more 
ips 2 marbles than your opponent. As a result, once you 
kill:°10 Complex establish a icad it is to your advantage to assume as 
mi dcfensive a posture as possible, blocking all 
possible configurations which would allow your opponent to 
reserve their marbics. This isn’t necessarily easy, which makes the 
game engaging. One small mistake and you could suddenly find 
the tables uumed. 

Pyraos plays quickly and is simple to leam and teach, making 
it a great game to leave on the coffee table to trap visitors with. 
Which makes Pyraos and Quarto! unusual among abstract strategy 
games. Oo 
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¢« Peg Poker 


Honored by Games Magazine as the best 
new Family game of 1994, Peg Poker is a 
dynamite twist on the classic game of Yahtzee. 
This variation takes “dice poker,” the generic 
name for Yahtzee, quite literally. 

Peg Poker uses a set of thirteen specially 
crafted dice. Each die is rectangular except that 
the short ends are rounded, making it 
impossible for a die to come to rest naturally on 
these ends. That leaves 52 sides on the 
combined thirteen dice. That number should 
ring a bell. Each side displays a different card 
from a standard deck. The cards are arranged 
so that each die contains one card of each suit, 
and each rank shares a die with each other rank 
exactly once (so a five and a nine, for example, 
will only appear on one die together). 

Clever and elegant. This arrangement 
scems to maximize the number of different 
hands possible without duplicating any cards. 
The dice themselves are also durable and of 
excellent quality. 

The game itself is a combination of 
Yahtzee and Tic-Tac-Toe. The plastic game 
board takes the form of a four by four grid of 
identical, if initially confusing, squares. The 
top half of each square contains holes labelled 
with the various possible poker hands (pairs, 
straight, full houses, etc). The bottom half 
sports holes labelled 2 through Ace. Each 
player has an ample supply of colored pegs 
which fit these holes. 

A tur consists of rolling the unusual dice 
and forming a poker hand with them. Like 
Yahtzee, you can opt to reroll some dice. 
Yahztee gives you three rolls each turn, but in 
Peg Poker you might have as few as one. How 
many is determined by the value of a special 6- 
sided die tossed at the start of your turn. 

When you’ve formed your hand, you 
claim one of the sixteen squares with it by 
inserting pegs of your color in the appropriate 
holes of that square. The square thus claimed 
becomes a square of that hand type (full house, 
pairs, ctc) for the remainder of the game. It 
may be claimed by other players, but only if 
they roll a higher hand of that type. 

Suppose you had a 8-9-10-J-Q, or queen 
high, straight. You would claim a square by 
putting one of your pegs in that square’s 
Straight hole, and another in that square’s Q 
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hole (to mark the highest card in that straight). 
That square is now a Straight square for the rest 
of the game, and can only be taken over by a 
king-high or ace-high straight. Even though a 
full house would be a higher poker hand, it 
could not take over the square. 

Play passes to the next player, with the 
winner being the first player to claim four 
squares in a row in any direction. Once all 
sixteen squares have been claimed, if you finish 
your rolls and can’t form a hand high enough to 
take over a square, you’re out of the game. If 
all players but one get eliminated, the last 
remaining player wins. 

Instead of claiming a square, you may 
choose to boost the value of a square you 
already 
own. In our 
example, if 
you roll an 
ace-high 
straight you 
could opt to 
boost your 
queen-high 
straight 
square to an ace-hiah straight, making it 
tougher for opponents to capture. A square is 
never immune to capture, even if it already has 
the highest possible hand of its type. In such a 
case, another player can steal the square if he 
rolls an equally high hand (so only another ace- 
high straight could steal our square). 

I happen to enjoy Yahtzee. The first 
computer game I ever wrote was a Yahtzee 
game in BASIC for my Atari 800. So it 
shouldn’t come as a surprise that I enjoyed Peg 
Poker. It offers surprising (albeit limited) 
depth, particularly in the three-player game. 
The three player game does suffer from the 
time-honored strategy of “Player C is going to 
win unless I or B stop him. Since I go before B, 
I'll do my own thing and force B to spend his 
turn blocking C,” but in such a light game it 
doesn’t really hurt. 

It took us a while to realize that better 
poker hands (four of a kind, straight fush) 
aren’t necessarily the best things to go for. 
You’re allowed up to six pairs and two threes- 
of-a-kind in a hand. We initially turned up our 
noses at these options, thinking them too easily 
overtaken. But it’s awfully difficult to pick up 
five or six pairs, and if one of them is a pair of 
aces, you’ve got a tough hand to beat. 
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The four center squares are the most 
valuable and coveted, and thus the most likely 
victims for hostile takeovers. Players are wise 
to use their weaker hands to claim the non- 
comer edge squares. Opponents often dismiss 
these squares as unworthy for takeover until it’s 
too late. And of course, always be wary of the 
Peg Poker maxim: “All else being equal, I 
might as well take over your square instead of 
claiming a new one...” 

Peg Poker claims to be for 1-4 players. 
The inventor insists it’s a good solitaire game; I 
haven’t tried it, so | leave it up to you to decide. 
Since there are only three colors of pegs, to play 
with four players you need to team up. This 
worked fine for us. You could theoretically add 
a fourth color of pegs, but then it would become 
Virtually impossible to get four in a row, and 
games would end via elimination instead. 

The Peg Poker dice are fascinating. 
They’ re intelligently designed and fun to play 
with. Before too long, it will occur to you that 
the dice could be used to create any number of 
other games, and in fact the inventor did just 
that. He ultimately decided to market the one 
which people seemed to enjoy most. Hopefully 
he’ll choose to publish a collection of other 
games using the dice in the future, and I hope 
other people will share any games they create 
with them. 

Peg Poker is a great lightweight family 
game for people who want just a tad more 
strategy and competition than Yahtzee. It 
would be worth getting just for the dice. That 
the game they’re used with is also fun is a 
pleasant bonus. Oo 


ae 6 Nimmt 


There’s been a rash of good card games 
from Germany recently (Was Sticht, Attacke, 
Sticheln, etc.). The latest success is Amigo’s 6 
Nimmt which translates to 6 Takes. 

Game equipment consists of a deck of 
cards numbered | to 104. Players are dealt a 
hand of ten cards. Four rows are then started 
on the table by turning the top four cards of the 
deck face up. Each round, players choose a 
card from their hand and play it face down. 
Everyone reveals their cards simultaneously. 
Now comes the tricky part. 

Players’ cards are considered in order 
from lowest to highest, and are added to the 
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rightmost side of rows. A card can only be 
added to a row if it is higher than the last card 
in that row. If more than one such row exists, 
the card is added to the row where the 
difference in value between that card and the 
last card in the row is smallest. Players have no 
choice in the matter— the card must go in the 
correct row. 

If the new card is the sixth one in a row, 
the player must take the previous five and place 
them in a pile beside him. The card he played 
becomes the first card in a new row. 

If a player’s card is lower than the 
tightmost card in all four rows, it can’t legally 
be added to any of them. Instead the player 
must choose any row and take all of the cards 
currently in it, placing them in a pile beside 
him. The card he played is placed in the gap, 
becoming the first card in a new row. 

Taking cards is bad. Each card is marked 
with from one to seven ox head symbols (ox 
heads? Don’t ask me why). Once players have 
exhausted 
their hands, 
they geta 
point for 
every ox head | 
they’ve fart 
taken. When 
someone 
reaches 66 
points the 
game ends and the lowest score wins. 

It takes a little while to get the hang of 
which row a card goes to, but once you pick 
that up the game really flows. The simultancity 
gives 6 Nimmt some of the same psychological 
elements of Adel Verpflichtet. Suppose the 
fourth card in a row is 85. Do you play your 
101, hoping nobody else or at least two others 
will play between 86 and 100 (thus taking the 
row and making it safe for you) or do you play 
your 90, hoping nobody else plays 86-897 

Low cards pose a problem, because you'll 
probably need to take a row when you play 
them. Playing them on the first trick, when all 
rows have only one card, is often the best way 
to minimize their cost. 

The card you play might seem like a good 
choice at the time, but other players’ cards can 
change the playfield before yours gets placed. 
Anticipating opponents’ moves is the heart of 
the game, which moves quickly and provides 
ample, if somewhat mechanical, fun. Oo 
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My First Essen by Ken Tidwell 
What is Spiel? What was Spiel like? 


Spiel is the German word both for ‘play’ 
and ‘game.' It is also the name of the largest 
boardgaming event in the world. Held in Essen, 
Germany every Ociuber, Spiel '94 attracted 
over 100,000 game players, collectors, and 
inventors. 

Spiel is held at Messe Essen, a sprawling 
convention complex. This year there were five 
large convention halls devoted to games and 
gaming. The entry halt held stalls for several 
game shops, Eurogames from France, Jumbo 
from the Netherlands, Gibson from the UK, 
Milton Bradley (sort of) from America, and a 
host of smaller game manufacturers and 
distributors. The main hall held displays by the 
major German game manufactures: Schmidt 
Spiel, Ravensburger, ASS, FX Schmidt and the 
like, as well as Piatnik from Austria, White 
Wind from America, and many others, and 
several game and bookstore stalls. The third 
hail, with computer and roleplaying game stalls, 
was the only hall where American products, 
software and games, made anything like a 
reasonable showing (White Wind and the 
Hasbro conglomerate companies not 
withstanding). The fourth hall was half full of 
used games with the balance filled by Ludoliere 
from France and many more smal! game 
companies. The fast hall was devoted to the 
entertainment of children, presumably so that 
their parents could go off and play games, and 
had several stalls with kids toys and the like. 

Game company stalls varied in size and 
layout but all offered tables to play their latest 
wares and helpful, English-speaking folk to 
teach you the as yet untranslated rules. Most of 
the companies do not offer English translations 
for the rules of their latest games. One notable 
exception was Doris & Frank, who had a 
seperate stack of English rules that they popped 
into their games as you bought them. 

The smaller game companies were selling 
their games directly. The targer companies 
relied on four or five large game shops set up at 
the show. This led to dissappointment in the 
case of ASS's Route 66, which was being 
demonstrated by its inventor but was not 
available at Spiel. 


The range of new and used games 
available was overwhelming. Many ofthe _ 
European games are beautiful enough to own 
whether the game systems are good or not. 
Spotting those few that have nice bits and good 
gameplay is the order of the day at Spiel. 

We were lucky to have good guides in this 
endeavour. Mike Siggins and the Sumo 
Regulars showed us the ropes, provided ample 
advice as to the playability of various games, 
and introduced us to the various members of the 
extended Sumo family who attended the show. 

We spent most of our time wandering __ 
from booth to booth trying to see everything. In 
between, we played lots of new games and 
chatted with lots of people that we had 
corresponded with over the last few years. 


What is Essen like? 


Essen is a mid-sized, modern city. Messe 
Essen is located on a main drag with lots of 
shops for snacks and all the stuff you forgot to 
pack. There is a subway that runs under this 
main drag which can take you out to dinner or 
back to one of the many hotels in the area. 

The Gruga Park stretches for about a mile 
behind the Messe Center. It is a fine urban park 
in the style of Central Park in New York except 
that you have to pay to enter the Gruga Park. I 
suppose that's why there were no homeless folk 
sleeping on the benches (although, to tell the 
truth, I don't remember seeing any homeless 
people in Germany...). 

Transport was easy. We stayed just down 
the road, close enough to walk to Messe but 
near the subway so we could ride in. We came 
to town by train and took a short (though 
expensive - we got caught in rush hour traffic 
and it took twenty minutes - later in the week 
we walked it in about that same time) cab ride 
to the hotel. Germany's trains are still great and 
I particularly recommend that Americans travel 
around by train in Europe just so you realize 
how screwed up our own transportation system 
is. We flew out of the airport in Dusseldorf, 
which is 45 miles away or so. Since our flight 
was at the crack of dawn, we thought we would 
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need to relocate to Dusseldorf the night before. 
The folks at the hotel assured us that this was 
nonsense and that they would arrange a cheap 
taxi for us. We said okay and ordered the taxi 
for an obscenely early hour to give us time to 
make the trip to Dusseldorf. Huge mistake. We 
had forgotten about the autobahn. Our taxi 
driver cruised to Dusseldorf at around 130 mph 
and we were there in less time than it had taken 
us to go from the train station to the hotel. 

The German food was great. Jos, Siggins, 
and Mike Clifford are all vegeterians and I 
think they had a tough time rustling up good 
grub. 1 would avoid New World food, in 
general, and Mexican specifically. It’s quite the 
craze in Germany and the rest of Europe but 
something gets lost in the Atlantic crossing. 

Almost everyone spoke a little English, 
which was good since I'm hopeless at languages 
and Jos doesn't speak German. We had a few 
problems at small bars / restaraunts but a fellow 
patron always came to the rescue. 


But what did you see at the show? 


I was amazed at how slick and beautiful 
all the German game magazines are. 'Spielbox' 
has the most amazing photography that really 
shows off the games. "Die Poppel-Revue' wasn't 
quite as pretty but is packed with reviews and 
variants. Imagine a fat, full color Sumo 
published bi-monthly. 

‘Spiel & Autor’ is a zine published by 
Karin and Reinhold Witting, a prominent game 
designer and his wife, that is devoted to 
publishing the games of fledgling game 
designers. I picked up several copies and hope 
to translate several of the games. IfI can get 
permission from the designers maybe Peter can 
publish some of them here and I'll also include 
them in the Game Cabinet on the Net. 

But what about the GAMES!? 


Best of the Remakes: 


The watchword of the show was 
‘reworking.’ Many of the best games on offer 
were really rehashes of good games from the 
past. Many of the new games were better than 
the originals so the trend was not as obnoxious 
as it sounds. 

Ausgebremst - Ave Ceasar redone (or re- 
redone, as the case may be) as a Grand Prix 
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style race but with lots of the randomness 
removed. Each player sorts their movement 
cards into four stacks and can choose which 
stack to draw from when replenishing their 
hand. 

Phantoms of the Ice - the first White 
Wind game NOT designed by Alan Moon. A 
reworking of Team which was a reworking of 
Slapshot (or was it the other way round?). It’s 
ice hockey with silly cards and guess who the 
Sumo player looks like? It sold like hotcakes at 
the show 

Mush - dog sled racing in the Yukon. A 
reworking of the near-classic Men of Iron by 
Mike Clifford. A must for Alan Moon fans. 

Die Vikinger Kommen - a dry strategy 
game from Alex Randoiph. A reworking of 
Turnier from Parker (1976) and Claim from 
Jumbo (1984) according to Spielbox. 

Check the Ripper - another Alex 
Randolph memory game that was little more 
than Sagatand for adults. 


Original games: 


Manhattan - well reviewed here before 
and, for once, deserving of its Spiel des Jahres 
award. 

Easter Island - those famous heads take 
part in a foot race (head race?) and the heaviest 
of the two frontrunners wins. Each turn a 
player may add stones to their head and move 
all of the other heads OR add stones to the other 
heads and move their head - nice bits, some 
strategy, impossible to take seriously, great fun 

Wurmeln - yet another offering from 
Alex Randolph. This one is a boardless 
boardgame about worm racing. Part puzzle, 
part strategy game, part kid’s toy. 

Die Schlacht der Dinosaurier - winner 
for most prolific bits - a few dozen, detailed, 
plastic dinos complete with attacking cavemen 
and pterodactyls on clear plastic stands. I've no 
idea how the game plays, though, but judging 
from the players its a light wargame. 

Route 66, The Card Game - a sleeper 
from last year, the setting is a road trip from 
Chicago to L.A. Players keep accelarating the 
car till someone gets pulled over by the 
highway patrol. Tricky, silly, fun, not available 
for purchase at the show due to ‘distribution 
problems.’ By Wolfgang Reidesser, the author 
of 'Ausgebremst.' 
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Unplayed, but noteworthy: 


Kohl, Kies & Knete - This one won the 
"Most Promising That Still Lacked an English 
Translation When Everyone Passed 
Out" award. It’s a deal making game. Each 
deal requires a certain set of the players agree to 
ithe deal. Cards can be collected to cut other 
players out of the deal, otherwise haggling 
ensues. Translation forthcoming from the 
Moonettes. 

Hotel Life - This game of hotel 
management looked great and seemed to be a 
lot of fun but was lost in a sea of German. 
Unfortunate. 

Spritfresser - Which means ‘Gas Guzzler. 
A car racing game with a new system to model 
the decay of the vehicle. Accelerating or 
braking consumes gas - when your tank is 
empty, you stop (as opposed to Formule De's 
more complex system of vehicle breakdown). 

Fugger, Welser, Medici - The new 
gamer's game from Doris & Frank was 
approached gingerly by the Sumo Regulars but 
Siggins eventually handed over the 99 DM 
(roughly US$65) and left with a copy. It looks 
very nice (but all D&F games do) and there may 
be a good game lurking in there somewhere. 

In Teufel's Kuche - Randolph, again, this 
time in the Devil's Kitchen. Cute, plastic devils 
race to feed the Prince of Darkness, take part in 
cooking duels, and get blasted if they serve the 
wrong dish or lose a cooking duel. A kid's 
game with a smidgen of strategy thrown in for 
good measure. This one wins the Tim Trant 
Charming Award. 


Played, unfortunately: 


Scheherezade - Klaus Zock's latest in 
which Under Cover mects Clue and players 
take a hike. Each player is assigned a color and 
the others try to guess it. To make a guess you 
have to move your tokens across the desert by 
caravan without anyone guessing which tokens 
were yours. Special action cards make the 
game even more lively (not). In our game, a 
special action card came up which allowed one 
of the players to peek at the secret color. From 
there it was a race to see who could leave the 
table the quickest... 

And that, was about that. I recommend 
attending at your earliest convenience. 


Ken Tidwell (tidwell@kaleida.com) is the 
keeper of The Game Cabinet, a treasure trove 
of game-related info on the World Wide Web at 
http://web.kaleida.com/u/tidwell/GameCabinet. 
html 


Alan Moon adds these thoughts: 


Kohle, Kies, Knete (Schmidt) Terrific Sid 
Sackson game about making deals. I played it 
twice, both times with 6 players, and each game 
took about 3 hours. So 6 players may not be the 
best number. With 4 players, it should only 
take 1 1/2 hours. There are periods in the game, 
a couple of minutes long, where everyone just 
draws cards. But these slight lulls are necessary 
because the rest of the game is played a frantic 
pace. If you like loud, fast-moving games with 
lots of diplomacy and manipulation, this one is 
for you. I can't wait to play it again. 

Das Regeln Wir Schon! (Moskito) Easily 
the best of show. Absolutely brilliant. Karl- 
Heinz Schmiel discards the "every other year" 
theory with this one, since I also loved Was 
Sticht last year. Game is about making and 
changing the rules of the game, all through the 
play of cards and taking of chips. I've played it 
three times and it gets better each time. Will 
probably wind up being one of my four all-time 
favorite games. Unfortunately, the whole game 
is in German, including many cards with lots of 
writing on them. But if you have a translation, 
the cards are only a problem during the first 
game. Besides, you can make up an English 
card deck if you really like it, tike I'm doing. 
Self-balancing game, with lots of ways to catch 
up or stay in the lead. Has some action 
elements too (don't speak at a certain time, 
knock on the table at a certain time, stand up as 
you play a card, etc.), which I usually hate, but 
they work in this game. In fact, I may add some 
more action rule cards of my own. Of course, if 
you don't like this kind of stuff, you can leave 
out these cards. There is one which concems 
knocking at a certain time which should be left 
out because it doesn't really work. Lots to think 
about but not too much as in Extrablatt. Lots 
of laughs with all the strategy and tension. 

Falsche Fuffziger (Friedemann Friese) 
May be the second best business game ever, 
second only to Schoke & Co. Might even be as 
good except for a small luck element that may 
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not be as significant as I think. I played it 
twice. Subject is counterfeit money. Lots of 
clever mechanics within the overall system. 
Not as long as it appears. 

Wucher (Friedemann Friese) Great little 
card game about apartment houses. Double 
sided cards drive the system. Quick, possibly 
too quick with 5 or 6, but you can easily extend 
it. A hassle the first time through because of all 
the different cards, but worth it, and the second 
game is much easier. 

Terrain Vague (Ludodelire) A game that 
everyone likes when they play it, but no one 
seems in a rush to play again. Probably because 
it is very chess-like and involved. Great system 
with lots of interaction and lots of clever 
balancing elements. The subject is teenage 
gangs at war in a junkyard. Sort of an abstract 
wargame. I played it once, but I'd try it again. 

Wurmeln (Blatz) Worm race game that is 
simple but lots of fun. Some people I didn't 
think would like it because of the mechanics 
and/or the theme, did like it anyway. 

Volle Lotte (Abacus) Great little card and 
dice game. Sort of Yahtzee and Can’t Stop 
with cards. Don't pass it up. 

Traumland (Piatnik) Terrific trick taking 
card game. The twist is that a trick can be any 
number of cards from 1-30, depending on 
what's played when. I played it a bunch of 
times. I liked it better with 3 than 4, but it was 
still okay with 4. Probably overpriced since all 
you get is a card deck in a much too large box, 
but the play value is real. By Hartmutt Witt, 
designer of Koalition among others. 

Last Paradise (Franckh) This one was 
really new last year, but I just got to play it for 
the first time. A great 20 minute game with just 
enough strategy to keep you interested. Great 
bidding system. Unfortunately, it just isn't 
worth the 90-100 DM price. By Reiner Knizia. 

Big Boss (Franckh) Aftcr the first game, I 
thought this was better than Acquire. But I've 
changed my mind now after the second game. 
A good Acquire variant, but again, probably not 
worth the 100 DM price, even with the nice 
components. 

Teufel, Teufel (Salagames) Abstract game 
with a very unusual system. I'd try it again, but 
I can't decide what the replay value is yet. By 
Hartmutt Witt. 

Ausgebremst (ASS) Uses the same basic 
system as Ravensburger’s Ave Caesar except 
the theme this time around is auto racing. 
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Everyone seems to like it. Adds more strategy 
to the system and gives you a lot more variety 
with more tracks and difficulty levels. 


Some thoughts from others: 


Dane Maslen(masiend@rescll.dnet.bp.com): 

Mush (White Wind): a husky race from 
Anchorage to Nome. Not as good as some 
previous White Wind games (e.g. Elfenroads 
and Santa Fe), but better than last year’s 
(Freight Train). 

Neue Spiele im Alten Rom (Piatnik): a 
collection of 14 games using common 
components set in ancient Rome and depicting 
various events in its history. Looks very good, 
but there are a lot of German rules to read 
(fortunately mostly fairly straightforward). 

Verkehrschaos (Kleespiele): players 
struggle to get their cars through the _ traffic 
jams in atown. My favourite of the show. 


Adam Huby (ajh@crosfield.co.uk): 

Auru Poku: African theme. We had a try 
at this. Going by the rules we were told to use, 
it didn't seem to work - the game ended too 
quickly. It could probably be improved by a 
fairly straight-forward fix to make it longer, but 
even then I'm not sure it's one I'd particularly 
want to play again. 

Easter Island: Played several times and 
was probably our favourite game of the show. 
It uses a similar play mechanism to the fairly 
awful "Hans Dampf" of last year, but this time 
they've got it right and produced a game that's 
enjoyable and tense. 


Harald Schrapers 
(harald.schrapers@WIREPOOL .gun.de): 
Buzzle by Olotka/Eberle/Kittredge 
(franjos). A word game by the Cosmic 
Encounter authors. 
Also in Essen the German Games award 
(decided by opinion poll) was given away. 
German games award 1994: 
]. 6 Nimmt! by Wolfgang Kramer (Amigo). A 
simple idea is the best. Just a deck of cards. 
2. Capone by Caines/Watts (Amigo). A board 
game from the USA. 
3. Manhattan by Andreas Seyfarth (Hans im 
Gltick). Also won Spiel des Jahres (German 
Game of the Year), which is awarded by a panel 
of nine journalists. oO 


When I last probed my inner thoughts to see 
which ten games I would cast off to a desert 
island, it was 1988, I was writing for the late 
lamented Games Intemational and the German 
Games Invasion had not long landed. Golden 
days indeed. Things have certainly changed. I am 
now firmly attached to short, punchy games with 
concise rulebooks (and preferably multi-player). 
For a number of reasons, notably lack of time, 
RPGs are a distant memory, computer games are 
trying to edge their way in, I find myself all but 
detached from the board wargame field (too many 
duffers and too little history), I have drifted away 
from sports games (well, the longer ones anyway) 
and there have been enough excellent new 
European games in the past five years to make a 
large impression on The List. Ask me tomorrow 
and it might look different, but today it shapes up 
as follows (in no particular order): 

Daytona 500 (Milton Bradley). Hardened 
fans of Niki Lauda's Formel 1 (probably the most 
misspelled title in gaming) raise their eyebrows 
when I wheel this one out in preference to the all- 
but-unobtainable German classic. Nevertheless, | 
think it works better as a race game, the comer 
rules are neat, it has lost the stupid catch up cards 
and the single lane blocking and, moreover, looks 
rather good. | am never in two minds about 
playing this one and only wish it could 
accommodate a wider number of players. 
Outstanding. 

Railway Rivals / Dampfross (Rostheme). 
A survivor from the first list and still deserving of 
its long and illustrious reign at the top. A classic, 
timeless design which never fails to interest, 
frustraic and educate in phase one, and excite in 
the race section. Recently re-released in a 
sumpteous edition by Laurin, this one should be 
on every gamer’s shelf. A masterpiece (and you 
get all those lovely maps as well). 

Assassin ‘Avalon Hill). A recent aberration 
offered only as 2 sorbet to clean the palate for the 
nent course. 

Modern Art (Hans im Gluck). How 
envious can one be about a designer who gets up 
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every moming and knocks out a game or three 
before breakfast? Well, pretty envious since you 
ask but nothing will cloud my judgement on the 
quality of this game. In my view the best of Herr 
Knizia’s designs and a modem day classic. Well 
balanced, tough to win, long term play value, 
superb production and a fundamentally brilliant 
system. This is everything that is good about 
German games for gamers. Buy one today! 

1830 (Avalon Hill). You've got to take one 
long game along if you are going to spend years 
on a desert island, so you may as well go with the 
best. My first game of 1830 was as close to a 
religious experience as I've ever had (still not 
really sure about that ‘bearded man in a chariot’ 
cloud formation in 1967 though) and it has not 
disappointed since. As I've said many times, I 
don't believe the 18xx series is perfect by a long 
way, but it is about railways and is certainly the 
best big game system we've got (and there would 
be plenty of time to redesign it). Why 1830? 
Because it's the shortest in the series until the 
great 18xx glut of 1994 appears. 

Formule De (Ludodelire). On my 
occasional bad days, where I get all over-critical 
and twisted, | mark Formule De down as a roll the 
dice and hope game, with little substance. At all 
other times I am happy to live with what must be 
the best overall F1 race system. I know it is 
transparently simple and luck based and that I 
have been suckered into letting style win over 
content, but I love it. It’s great fun, I love the 
tracks and the litle metal cars and the system and 
the fact that you can gamble your last tyre point 
on a glorious, come from behind win or a 
spectacuiar last comer crash. Brilliant. 

Heimlich & Co. (Perthunn / Ravensburger). 
You can’t choose just one Ravensburger game. It 
just isn’t possible. It’s like nominating the best 
Phil Dick or Woody Allen— you just CANNOT 
do it. So this is the one I chose as representative 
of Alaska, Flying Carpet, Elefantenparade, 
BorsenSpiel, Metropolis, and the rest. All superb 
games, but today Heimlich and his boys get the 
nod. 
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Wildlife Adventure (Ravensburger). 
Told you. A top ten classic, and no mistake. 

Homas Tour (Homas Spelen). Re- 
released by Jumbo as Um Reifenbreite in 
Germany and Demarrage! in France. A strange 
game with a strange history. You couldn’t get 
hold of this one for love or money for years, 
then all of a sudden it is re-released with a daft 
name and it is Game of the Year. Even as Spiel 
des Jahres it cannot attract a following and sales 
are ‘disappointing.’ Meanwhile, Siggins 
mortgages his granny to get hold of an original, 
plays it but once before the Jumbo version 
appears and then can’t give the old one away! 
Well, hand me down my bible. Okay, so I like 
race games and I love cycling games and I 
would be quite happy if every game invented in 
the future were a card game, so this, you might 
say, is right up my street. A classic, and I will 
hear no more on the subject. 

Star Fleet Missions (TaskForce). No, 
only joking. 

Elfenroads (White Wind). The most 
rewarding game of an excellent range from 
Alan Moon’s fertile mind. A game so good it is 
difficult to quantify, but I reckon it to be one of 
the very best games to have emerged from 
Germany, albeit by way of Massachusetts. We 
are back in Woody Allen country with Alan’s 
games again so I choose this as representative 
of a quality selection— Airlines, Elfengold, 
Santa Fe, Freight Train, Wer Hat Mehr and the 
rest are all fixtures at our game sessions and I 
look forward to the next White Wind release 
with interest. 

Metric Mite (Lambourne). And its 
cousins Long Distance Double and 800 Metres 
are, quite simply, the best sports games on the 
planet. Managing to combine the best of replay 
and gaming qualitics, these games never fail to 
please. As a committed atmosphere junkie, | 
can think of few better games for putting you in 
the shoes of the commentator as ten or more 
world class milers come round the last bend, 
Ovett elbowing his way out of a corner, Coe 
prancing along in third, Walker preparing his 
traditional sprint for second and Cram ready to 
cruise calmly past and win it ail. It’s a bloody 
good game system as well. 

First Reserves: Flying Dutchman (Milton 
Bradley Germany), Trump (Milton Bradley), 
Liar’s Dice (Milton Bradiey), We the People 
(Avalon Hill), Dune (Avalon Hill), Cosmic 
Encounter (Eon), Drunter & Druber (Hans im 
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Gluck), Was Sticht (Moskito), Bausack (Zoch, 
aka Bandu (Milton Bradley)) and Rette Sich 
Wer Kann (Walter Muller). if you’d asked me 
to do the list six months ago, the latter game 
would have been top ten, even top three. 
However, as we haven’t played it since, the 
memory has faded somewhat. Still provides 
more laughs in an evening than most people can 
handle. 

Out of interest, the games I chose before 
were (and my current views): 

Squad Leader: Still played occasionally, 
but not the force or experience it once was. 

Statis Pro Baseball: No time, no time... 

Railway Rivals: A survivor. 

Sixth Fleet: Superceded by system 
revisions and overtaken by world events, still a 
solid, exciting system but not a game that gets 
much play these days. 

Acquire: Slipping (or perhaps aging) a 
little, but still there or thereabouts. 

Flat Top: Fond memories dispelled by 
actually playing it again recently. 

6 Day Race: A classic, but I’ve played it 
so much J can no longer face it... 

Sherlock Holmes Consulting Detective: 
Amazing game, but dead once you’ve played all 
the cases. 

1830: Another survivor. 

Pax Britannica: Played recently for the 
first time, not bad, but rather long. 


It will be interesting to see the list in five 
years time! 


Mike Siggins is the editor and publisher of 
Sumo's Karaoke Club, the UK's premier 
magazine for board gamers. He's also on the 
editorial board of Britain's reincarnated Games 
and Puzzles magazine. 
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Want to jump on the bandwagon? We're 
looking for volunteers to join our other 
castaways and share their Desert Island Games 
with TGR readers. Past contributors have 
Sound the process of selecting their top ten 
games to be a fascinating, entertaining one. 
And it's easy! Please do limit yourself to ten 
choices and be sure to include brief 
descriptions of the games and/or your reasons 
Sor choosing them. Oo 
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Random Draw 
Miscellaneous Thoughts and Musings 


This month, I want to talk about computer 
games. In the past, computer games have 
gotten barely a nod in these pages, and for good 
reason— like RPGs and war games, there are 
plenty of other publications whose sole reason 
for existing is to cover them. A few recent 
events have brought computer games to the 
forefront of my attention, however, and | 
decided to share some of those thoughts here. 

The most recent event was Games 
Magazine’s naming Myst, the best-selling 
computer game from Broderbund, as its Game 
of the Year. This marks the first time Games 
has given this award to a computer game. 

Myst is a great product. It does a fantastic 
job of creating a virtual world and immersing 
the player within it. The graphics are beautiful, 
but the music is what really made the 
experience come alive for me. The eerie, 
ethereal strains give the world of Myst a 
distinctive sense of place. They’re evocative, 
relaxing, disturbing, and inspiring. Turn your 
speakers off and the game becomes a pale shell! 
of what it should be. 3 

Myst is a great product, but not a great 
game. I finished it in about twelve hours. 
Solving the puzzles was often trivial once you 
identified them. I enjoyed the experience, but 
wasn’t overly challenged by it. With harder 
puzzles and a more climactic ending, Myst 
would have been undeniably stellar. 

But even then, it shouldn’t be awarded 
Game of the Year. Nor should any computer 
game. There are really two issues involved 
here. The first is that computer games and 
board games are entirely different animals. 
Board games are social experiences shared 
among two or more people. Computer games 
are designed to be played solo. When you get 
down to it, Myst is more of a puzzie than a 
game. The player is trying to solve the puzzle 
by correctly interpreting the clues left by the 
author. Things don’t change from game to 
game. There are no opponents to consider— 
it’s you against the game’s designer, just as 
when you solve a cryptogram or crossword 
puzzle. Comparing Myst— or most other 
computer games— to board games is absurd. 

Second, and far more importantly, is the 


very coverage of computer games in Games 
Magazine. I read games for its puzzles and 
board game coverage. If 1 want computer game 
news, Ill read one of the many magazines 
which specialize in it. Anything Games tells 
me about computer games is invariably 
outdated or superficial. I'd prefer to see more 
board game reviews. Games Magazine claims 
there’s been a decline in the adult board game 
market, giving them fewer games to review. 

I find it hard to believe there’s a shortage 
of board games to talk about, but let’s suppose 
for the moment that there is. Why not talk 
about the many superb European games which 
have been gaining popularity in the U.S.? That 
would be a much greater service to readers than 
muscling in on computer mag turf. 

The increased coverage of computer 
games strikes me as an editorial cop-out. An 
easy, safe choice, but an inferior one for the 
greater readership. I fervently hope Games will 
reconsider this policy, and I urge those of you 
who agree with me to drop Games a line and !et 
them know how you feel. 

Having said all this, the remainder of this 
column may seem somewhat hypocritical. But 
so be it. Most readers know that The Game 
Report is a sideline interest I assemble in my 
spare time. I earn my living as a software 
developer. Recently I began working for Sierra 
On-Line, one of the oldest and largest computer 
game companies in the world. Some of Sierra’s 
games include the King’s Quest, Space Quest, 
and Leisure Suit Larry series of adventures, 
The Incredible Machine, Aces Over Europe, 
and Front Page Sports: Football and Baseball. 
Being an avid game player, you can imagine 
how I feel somewhat like a kid in a candy shop. 
After three and a half years writing utilities, it’s 
neat being at a company where employees can 
play computer games without feeling guilty. 

Of course, in the name of research and on- 
the-job training, I’ve played a fair amount of 
Sierra games in the past few months. Some of 
them are cool enough for me to want to pass the 
word about ‘em. 

Gabriel Knight: Sins of the Father is an 
atmospheric adventure game set mostly in New 
Orleans. You’re Gabriel, a book shop owner 
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cum author doing research for a book on 
voodoo. That research gets Gabriel tangled in a 
web of secret rituals and hidden cults. Gabriel 
must atone for something done by one of his 
ancestors. In the process, he discovers he’s a 
schattenjager, or shadow hunter— a paladin 
against ancient and mystical evil forces. 

The game uses a series of animated, 
paneled sequences to evoke the feel of a graphic 
novel, using gothic art and music to set the 
tone. Play is divided into ten game days, with 
each day ending when all necessary information 
available on that day has been gathered. This 
breaks the game into manageable chunks and 
helps players see their. progress. I particularly 
like the way conversations unfold, and new 
topics become available only after other 
subjects have been discussed. This flows very 
nicely and makes conversations seem natural— 
hard to pull off in a computer game. I played 
the CD version which utilizes the voice talents 
of such people as Michael Dorn and Tim Curry, 
making the dialog truly come alive. 

Like many Sierra adventures, Gabriel 
Knight does suffer from the “guess what the 
designer was thinking” syndrome and has a 
couple of illogical and tedious puzzles. In one 
sequence, for example, you must get a mime to 
follow you around for three screens before it 
will do something you need— but along the 
way it might wander off. Tedium is not fun. 
Despite these problems, I found Gabriel Knight 
to be the most enjoyable graphic adventure I’ve 
ever played. 

Some classics just get better with age, and 
Lode Runner: The Legend Returns is a 
perfect example. Lode Runner was one of the 
first games I bought for my old Atari 800. 
Spiffed up for the 90’s, the new Lode Runner is 
even better than the original. The most obvious 
improvement is in the 256 color super VGA 
graphics, which are dynamite. The details of 
the animations are delightful, from the runner’s 
flailing arms as he falls to the twisting of a 
monk caught in a rope trap. 

Rope trap? This new version adds 
numerous features, including bombs, sticky 
goo, teleporters, monk traps, and confusion gas. 
Gorgeous 256 color backgrounds set the scene, 
and a full-featured construction set is included 
so the fun need never end. You can also play 
head-to-head with another player, and a series 
of levels designed especially for such play is 
included. The sound effects and music are 
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superb as well. 

Best of all, the new Lode Runner comes in 
a Windows version. Since you can now save 
your game, Lode Runner is a perfect break. 
You can pause your work, play a level or two, 
and then save your progress for later. If you 
never knew Lode Runner in its earlier 
incarnation, this is a great chance to discover a 
revitalized classic. For the rest of us, it’s a 
chance to get addicted all over again. 

The game I’ve been spending the most 
time with has been Betrayal at Krondor. 
Based on Raymond E. Feist’s superlative 
Riftwar novels, this DOS computer RPG is the 
best example of the genre I’ve yet encountered. 
Set in Midkemia after the events in A Darkness 
at Sethanon, Betrayal at Krondor tells an 
entirely new story. Many of the characters are 
familiar from the books, giving the player the 
feeling of revisiting old friends. 

The game is divided into chapters, and at 
the start of each one the player is given a goal 
(escort a character somewhere, find an object, 
etc). The chapter doesn’t end until that goal is 
achieved. In the meantime, the player is free to 
wander around the world at will. Along the 
way the player may discover mini-quests which 
can be tackled or ignored as the player chooses. 
Information is gained by talking with other 
characters the player meets in his travels. 

Unlike most computer RPGs, the player 
doesn’t create his own character. Instead, the 
player is given a set of predefined characters. 
This allows the game to tell a coherent story, 
making Betrayal at Krondor feel like an 
interactive novel. In fact, characters in your 
party sometimes shift between chapters just as a 
novel’s perspective often changes. In one 
chapter you might help Jimmy, Locklear, and 
Patrus defend a castle and in the next you might 
lead Owyn and Gorath on a quest in an entirely 
different area. 

Krondor features a great turn-based 
combat system which manages to be easy to usc 
yet still give the player plenty of options. ‘The 
magic system is likewise simple yet flexible. 
Add this to an enormous game world with 
almost total freedom of movement, shown in a 
first-person perspective, and you get a rich 
game which I’m dozens of hours into (I’m on 
chapter 7 of 9) and totally engrossed by. I’m 
not just playing Krondor for fun, either— with 
any luck, P'Il be able to tell you more about it 
next issue. oO 
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Letters 


Dear Peter, 

Congratulations on producing an 
interesting magazine. 

From your reviews of games I have 
already played and therefore know, our tastes in 
games do not seem too far apart. On that basis, 
following your favourable reviews, I have 
purchased both Wiz War and Alibi, the latter, 
admittedly, mainly because it seemed very 
similar to Sid Sackson’s Sleuth which I rate 
very highly. You don’t mention Sleuth in your 
review, does that mean you haven’t played it? 

Unfortunately, I have to say that none of 
my group or myself enjoyed playing Alibi. We 
found that nearly all the information gleaned 
about which cards were still in play came from 
the cards which were passed on at the end of 
each round plus the melds. 

Very little information came from logical 
deductions as a result of asking questions. 
Indeed even being given examples of questions 
that could be asked from both the rules and your 
review we found it very difficult to frame 
questions which would yield useful information 
mainly because so many cards are passed on. 
As aresult it also proved very difficult to keep 
sensible notes. I would appreciate hearing your 
comments on my experience. 

I did like the concept in Alibi where all 
players can score not just the first accuser. 

With Sleuth there is only one winner, however 
we usually play on until most if not all players 

have deduced the missing card(s). This gives a 
certain degree of satisfaction if you get it right 

even if you haven’t won. 

Your comments with regard the record 
sheet in Alibi apply equally to Sleuth. I had to 
create my own record sheet for Sleuth in order 
to have space to write notes. I’ve done a similar 
thing for Alibi by photocopying a record sheet 
onto an A4 sheet. 

You might be interested to know that after 
(!) I had bought Alibi I heard via Mike Siggins 
that Alan Moon considered the game didn’t 
work. I kept an open mind but ultimately I have 
to agree with Alan. 

Unfortunately I have not tried out Wiz 
War yet (along with a few other games in my 
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cupboard purchased in the last couple of years!) 

From your review Pipeline sounds very 
good, perhaps better than Waterworks by Parker 
Bros., which I feel suffers from the 
disproportionate damage that playing or 
receiving a leaking ‘T’ can cause. 

Repeated Play Lists: this concept, 
promoted by Mike Siggins in Sumo, was a good 
one but I feel you should ask your readers to 
restrict their lists to games they have played in, 
say, the last few years. I believe the lists would 
then have more relevance and e.g. would 
prevent people listing games they had played a 
lot in their childhood. I have used the lists 
published in Sumo to contact people who have 
played a game that I would like information 
about (e.g. rule queries) and thus I have found 
such lists useful. 

Eon Games article: I feel you should have 
mentioned that the Eon design team designed 
Dune which was published by Avalon Hill (and 
which you want!). 

News here is that Midnight/Ghost Party 
has been deleted by Ravensburger so if you 
want a copy get one soon— be warned it is very 
light but fun, especially when Hugo the ghost 
starts mopping up your opponents’ pieces. The 
nature of the scoring is such that after a few 
games everybody ends up with a negative 
score! 

If copies of Daytona 500 are ‘thick on the 
ground’ can you get one for me too?! (even 2nd 
hand)— they are unobtainable here (apparently 
Milton Bradley have deleted it from their list). 

Cosmic Encounter: I still have a copy of 
this game as published by Eon, together with 
expansion sets | & 2. Much as we have 
enjoyed this game in the past we always had 
problems with the end game (i.¢. someone 
getting the fifth base). It seemed that unless 
you had the 30 attack card together with the 
Force Field edict preventing alliances there was 
no way of winning. Many of our games ended 
in impasse with one or more players 
establishing four bases but not able to get the 
fifth. Sometimes two players allied to attain a 
joint win but this always seemed less satisfying 
that one player winning outright. Have you 
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experienced similar problems with the end 
game? If you did, how did you overcome 
them? 

Elfenroads: This is one of my favourite 
games. I was late acquiring it and reckon I 
obtained virtually the last copy left in England! 
One of my group had difficulty reading the 
aide-memoire which tells you which modes of 
transport can be used over which types of 
terrain so J produced an enlarged version. 

Feminist movement: any example you 
give refers to her or she, never, it seems, to the 
good old-fashioned him or he. Does this mean 
you are bowing to a powerful equality/feminist 
movement in the States? If so I would suggest 
you are leaning too far towards the femine 
camp! After years of reading ‘an anonymous’ 
player being referred to as ‘he’ it is exceedingly 
strange to see the exclusive use of she or her. 
One often sees he/she or his/hers but I must 
admit articles full of his/hers etc. do not scan 
too well. 

I see in your letter published in Sumo 
16/17/18 that you don’t like Razzia. Do try it 
again. I bought Razzia, before I’d read any 
reviews (which is unusual for me and often a 
bad move), on the basis that the main 
mechanism appeared to be very similar to Adel 
but that the game would probably not take as 
long as Adel. This has proved to be the case on 
both counts. Razzia is popular with various 
groups and ages and is excellent as a ‘filler’ 
game. Try varying the number of clubs 
according to the number of players. Mike 
Siggins in Sumo 9 suggests the formula: clubs = 
players - 1. In my view this leads to a lot of 
ducling and not much buildup of money on the 
clubs. I prefer clubs = players + 1. This 
frequently enables a buildup of money on clubs 
due to carry-overs from previous rounds. This 
leads to really agonizing decisions on whether 
to send a gambler or a cop to a club with a lot of 
money or ignore it, however it is very satisfying 
to win a lot of money in just one turn (he said, 
stating the obvious). Even using my formula, 
deals still need to be struck or ducls resolved by 
dice throw. If you have a small number of 
clubs the chancesa re that most of the money 
will be cleared each round thereby losing the 
excitement of the potential big wins. 

Yours sincerely, 
John M. Lyne 
North Harrow, Middlesex, England 


29 « 


Sleuth is a great, if unattractive, game. 
Certainly superior to Alibi. I mentioned all of 
the problems you discuss in my review. 
Notetaking is a big problem in Alibi, as is 
getting useful information out of questions. I 
enjoyed the game despite these problems, 
though. Perhaps what I really liked was 
precisely what you did: the scoring system 
which rewards everyone who guesses correctly, 
not just the first accuser, and penalizes people 
who guess wrongly. 

Although I have Waterworks, I've never 
had the chance to play it. It doesn’t look to be 
as much fun as Pipeline. The latter is plagued 
by a “too many straight pieces” problem, but 
this is easily fixed by allowing players to 
exchange their entire rack as their first move. 

I didn’t mention Dune because, although 
designed by the same team, it wasn't published 
by Eon. And since writing the article, I have 
acquired a copy of the game— now I just need 
to get a group of people together to play it. 

Daytona 500 is scarce around here, too— 
I can’t find a copy for myself! It may still be 
around on the East Coast (no doubt sharing a 
shelf with Liar's Dice at K-Mart). If anyone 
Spies a copy at their local merchant, snarf one 
up for me! 

It does tend to be difficult to get your last 
base in Cosmic Encounter through a frontal 
assault-— everyone else is usually allied against 
you, which is hard to beat without something up 
your sleeve. Sneaking your way to a fifth base 
is much easier. Some powers (Prophet, 
Parasite, Disease) have a better time at this 
than others, but the clever of other cards can 
work, too. On the other hand, joint victories 
are an integral part of Cosmic and we don't 
mind them too much. Usually, if someone 
thinks she can win by herself she goes for it. If 
not, she asks for help and shares the win. 
Better to win with others than lose alone. 

As for my usage of gender pronouns, I 
think you're overstating the case. I tend to stick 
with one gender throughout a review, but 
switch off in different reviews. 1 feel this isa 
more equitable accomodation than the 
cumbersome he/she construction or some inane 
genderless fabrication like ‘e’. I have no 
problem with ‘he’ being used as a gender- 
neutral pronoun, but switching off is easy and 
seems only fair. 

I'm willing to give Razzia another go. It 
didn't do much for me last time, I think partly 
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because the duelling mechanism is unsatisfying. 
But I like Adel, and I like the similar elements in 
Razzia, so it’s worth a second chance. 


Dear Peter, 

I just got TGR’s latest issue. Good issue. 
I might even play Pick Two with Dave [Sidore}, 
and | generally abhor word games. Must be the 
fact that grunting is my native language. 

Oh, and just my 0.02 about Mayfair’s 
nRails. I bought EuroRails sight unseen (A bad 
habit of mine) and looked it over. When I got 
to grad school I played it a few times and then 
sold it. I have games that I don't play, because I 
can't find opponents. But I haven't sold them 
because I might, at some point, find people who 
like the game. But I found people that like 
EuroRails and discovered that I was the one 
who didn't like the game. There are several 
reasons: 1) There is player interaction, but not 
that much. 2) Quite a bit of the expertise of the 
game comes from memorization and ‘off-line’ 
study of the map to figure out the best route. 3) 
The amount of decisions you have to make are 
more suitable for a game about half as long. 

And, the price of the game is 
unreasonable. The store I got EuroRails had it 
listed for $35, I got it at a 10% discount. More 
than 1830. Most of the components are OK, I 
suppose. All of the other nRails games come 
rolled up in a tube, so the map (non-mounted) 
curls, the components are poor, even by 
American standards, and the cost is $20. 

Compare this to Dampfross, which is 
made in Germany, imported by Mayfair. So 
Dampfross, which has an extra layer of 
distribution costs (Germany--> Mayfair --> 
Distributor --> store, as compared to starting at 
Mayfair) costs $50. However, for the extra $15, 
1 get *3* extra maps, (2 boards, double sided) 
which are the big part of any rails game. And, 
were I to buy the game in Germany or a neutral 
third country, I suspect that the costs would be 
reversed. 

I happen to like Mayfair, as a company, 
and [ applaud their moves to import good 
games (Dampfross, 1835) and trying to re- 
release CE, but nRails have left me out in the 
cold. ['m with you, Peter. Forget Eurorails. As 
I said in my review of Dampfross, it is an 
incredible rail game. It is the promise that 
EuroRails didn't fulfill. 


Brian Banker 


The Game Report 
Pittsburgh, PA 


And the controversy rages on. EuroRails 
seems like it'd be a fine play-by-mail game, but 
why anyone would choose to make an evening 
of it escapes me. I haven't tried Dampfross 
yet— rail games in general don't get my blood 
pumping, so tt takes me a while to get around to 
them. However, given all the positive reactions 
I’ve seen, I’m looking forward to it. 


Dear Peter, 

The game of the summer (aside from the 
completion of my Formule De series) was 
definitely Manhattan. I’ve still got some 
concern (but it’s fading with repeated play) 
about the play balance due to turn order 
between the four different player positions, but 
it’s quick (under an hour), fairly involved in 
terms of possible tactics, and has lots of 
interaction between players. Plus, it’s just plain 
fun to build up / take over those towers. And 
the recent “Godzilla variant” as secn on 
rec.games.board (see Manhattan review this 
issue— ed.) adds even more complication (at 
the cost of playing time). 


Tim Trant 
Willowdale, Ontario, Canada 
Sim@eecg.utoronto.ca 
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Index to The Game Report, Vol. 


This index to issues 2.1 (#5) through 2.4 (#8) of The Game Report was 
inadvertantly omitted last issue. Basically, I just plain forgot. On the “better 
late than never” theory, here it is. Pages are listed in issue, page format (6,3 
would indicate issue 6, page 3). A listing indicates the subject was mentioned at 


the given location. Multiple references are separated by semi-colons. Letters to the Editor and 
repeated play lists are not included in the index, but individual games discussed in Desert Island 
Games are. Full reviews or articles are indicated by bold print. Books are also indexed by their 
authors. Note that this index does not include this issue. 


Acquire 
Adel Verpflichtet 


Airlines 
Alibi 
An Den Ufern Des Nils 
Attacke 
Banana Republic 
Bark of the Dawg 
Big Boggle 
Boggle Master 
Borderlands 
Circus Maximus 
Clvil War Brigade Scries 
Cosmic Encounter 
Crazy Talk 
Dark Cults 
Darkover 
Diceball 
Downfall 
En Garde 
Enchanted Forest 
Eon Games 
Face to Face 
Favoriten 
Formula De - 
Freight Train 
7 A 
The Gathering of Friends 
Cirass 
Hare and Tortoise 
Hoax 
Mluminati 


Itluminati: New World Order 


Inklings 

Intrige 

Jolly, Tom 
Junta 

Just Games 
Jyhad 

Keller, Michael 
Last Chance 


5,15 
8,12 
6,13 

6,3 

5,9 

7,13 
7,13 

69 

7M 
5,15; 8,1 
8,1 

6,12 
7,12 
712 
5,15; 6,11 


6,11 
5,16; 8,10 
8,11 


5,14 
5,15; 7,12 
5,1 
8,7 
7M 
7,13; 8,8 


Liar’s Dice 8,1; 8,12 
Magic: The Gathering 5,1; 5,11 

Arabian Nights 6,10 
The Man Who Counted 6,14 
Merchant of Venus 7,12 
Midnight Party (aka Ghost Party) 711 
Modern Art §,2; 7,12; 8,12 
Musketiere 5,7 
Nameburst 6,8 
Niki Lauda’s Formel 1 8,12 
Norwescon 7,12 
Once Upon a Time 6,6 
On The Edge 71 
Peck, Stephen 7,10 
Perudo 8,1 
Pick Two 8,2 
Plague and Pestilence 8,4 
Quirks 6,13 
Quo Vadis? 5,6 


The Really Nasty Horse Racing Game 7,5 
Rette Sich Wer Kann 7,13; 8,3; 8,12; 8,13 


Runes 6,12 
Russian games 8,9 
Sackson, Sid 6,13 
Santa Fe §,4; 5,15 
Scrabble (online) 5,13; 6,1 
Screaming Eagles 8,5 
Silent Death 7,12 
Spellfire 7A 
Sumo’s Karaoke Club 5,1 
Taboo 5,16 
Tahan, Malba 6,14 
Tal Der Konige 7,8 
Titan 5,15 
Tyranno Ex 7,6 
Um Reifenbreite/Demarrage/Homas Tour 7,12 
Vernissage 7,13 
Was Sticht 8,12 
White Wind 6,1 
Witdlife Adventure 7,10; 8,12 
Wiz-War 5,14; 5,15 
World Game Review 7,1 
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